Play, Games, and Socialization
Socialization has been defined as "the basic social process through which an individual becomes integrated into a social group by learning the group's culture and his role in the group" (Theodorson 1979:396) . Games provide an effective vehicle for this type of social learning. Sutton-Smith, for example, argued that games represent "buffered learning situations through which the child gains acquaintance and experience at the power stratagems relevant to some of the major parameters of influence within his own culture " (1974:122) . more than twenty years later, he emphasized the fact that "playful imitation [is] a form of children's socialization and moral, social, and cognitive growth " (1997:9) . Within these play activities children are taught the rules and strategies for successful, that is, socially sanctioned, conduct. The structure of games also reinforces the idea of social hierarchies and regulated roles, thereby facilitating the transmission of values inherent to the dominant gender order. lever suggested "play and games contribute to the preservation of traditional sex-role divisions in society by equipping boys with the social skills needed for occupational careers while equipping girls with the social skills better suited for family careers" (1976:478) . Thus, games function as socializing agents that teach children "appropriate" male and female behavior, as determined by the reigning social order.
hercbergs observed that "play's association with progress has dominated theories of child development for about two hundred years" . Although the notion that play socializes contradicted the seventeenth-century puritanical condemnation of leisure activities, the idea of games as socializing agents well supported nineteenthcentury evolutionary theories and their depiction of the savage/child equation or the "primitive child" (Schwartzman 1978:22) . 2 many of these early theories about the psychological effects and pedagogical best practices of play relied on the premise that games instinctively promote intellectual and emotional growth. 3 in this regard, there is a great potential for games to augment the natural process of human development. 4 eager participants in such activities are amused, but also learn important lessons of life, which prepare them for adulthood. Vygotsky, for example, stated plainly: "Play is the leading source of development" in young children (1967:6) .
certainly children gain knowledge about themselves and others, and they learn how to conduct themselves in the world when they play games. one must be critical, however, of the embedded assumption that enculturation through play is strictly a hierarchical process. As noted by Thorne: The concept of "socialization" moves mostly in one direction. Adults are said to socialize children, teachers socialize students, the more powerful socialize, and the less powerful get socialized. Power, indeed, is central to all of these relationships, but children, students, the less powerful are by no means passive or without agency. (1993:3) Thus, to define children as no more than "adults-in-the-making" reduces play to a tool of social manipulation and reproduction wielded by a more powerful adult community. From this perspective of rigid social power, the concept of child socialization fits well into our historical legacy of cultural evolution, where the heathen is spiritually enlightened, the savage is civilized, and the child is socialized into the adult community. While we may denounce the nineteenth-century savage-child equation and applaud ourselves for a certain kind of intellectual maturation, the equation continues to yield faulty premises and conclusions within current social inquiry. For traditional games continue to be handed down from child to child and within contexts outside the direct control of adults-on streets, on playgrounds, and during unstructured, unsupervised play. Within these contexts, games exist within the domain of the child's social world, a domain in which children remain "relatively free to structure their own activities within bounded spaces" (Thorne 1993:31) . As documented in this paper, however, the play preferences of American children throughout the twentieth century has shifted from informal games to organized sports that tend to amplify the need for and influence of adults.
Gender and Children's Games
Gender is a major organizing principle for how children express themselves and has long provided a framework to compare the play preferences of boys and girls. 5 two thousand years ago, Aristophanes observed that jacks was a game played by Greek girls; Pollux later described an early form of blind man's bluff played by roman boys (brewster 1959; Pliny 1855-7; Pollux 1706) . in The Traditional Games of England, Scotland and Ireland, Gomme (1894-8) classified the games of children into the two broad categories of dramatic games and games of skill and chance, the former which were attributed to girls and the latter to boys.
in a review of the literature on the gender differences commonly cited in studies of children's games, hughes (1993) argued that boys' games have been characterized within the twentieth century as more active, aggressive, competitive, and complex than girls' games. The literature suggests that boys also tend to prefer open outdoor spaces, larger and more mixed-age groups, physical contact, and well-defined outcomes with clear winners and losers. in contrast, girls' games have been described as more cooperative, verbal, and passive. young females tend to prefer more intimate play groups and smaller and indoor spaces, and engage in more turn-taking, waiting in line, and sustained cooperative, choral activities like clapping or skipping. 6 even in virtual play environments, game engagement differs by gender (Durkin 2006) . boys tend to prefer more violent video games (Funk 2005; olson, kutner, and Warner 2008) and are "heavy users" whose families spend more on gaming consoles and games (media Analysis laboratory 1998). Additionally, males are significantly more likely to own handheld dedicated gaming devices, such as the Sony Play Station Portable, and to prefer first-person shooter games, such as Call of Duty: Modern Warfare. Females tend to embrace multi-function consoles, such as the Apple iPod touch, and enjoy the Super Mario Brothers franchise of games (hartley 2010). 7 contextualized studies of play, however, complicate this gendered dichotomy of play and gaming. both Goodwin (1995 Goodwin ( , 2006 and hughes (1991), for example, confirmed that girls who participate in the traditional games of hopscotch and foursquare negotiated their play in highly complex, competitive, and aggressive ways. in her contextualized case study of hopscotch, Goodwin notes that "contrary to characterizations of girls as incapable of handling conflict without disruption of the ongoing activity (lever 1978), here we see girls actively pursuing argument in activity that is richly multitextured, interwoven with humor as well as seriousness" (Goodwin 1995:275) . Similarly, Thorne ( ) and beresin (2004 Thorne ( , 2010 have documented the shifting patterns of gender on schoolyards and during recess at the turn of the new millennium. one example of a shift in game and gender patterns is provided by beresin (2004), who describes girls' initial participation in Suicide handball (also known as Suicide, sui, or red butt on this playground), a highly aggressive game played exclusively by boys until the 1990s and unsuccessfully banned by the school because of the game's inherent violence. These gender crossings challenge the rhetoric of difference and deficit that pervades the literature in this area (hughes 1993) . Similarly, historical studies of particular games reveal that these traditional activities belong neither to boys nor girls exclusively. hopscotch, for example, perceived within the mid to late twentieth century to be a "game for girls" was similarly regarded as a "game for boys" throughout the seventeenth, eighteenth, and most of the nineteenth centuries (Van rheenen 2001). As such, findings that report seemingly "natural differences" between the sexes based upon play preferences more likely reflect the cultural construction of gender at a particular historical moment.
Method: The Present Study
The present study compares the results of four large-scale surveys to track the game preferences of American children throughout the twentieth century. each of the surveys used a paper and pencil checklist to solicit responses about the most frequent and favorite activities of these youth. 8 The first survey was conducted in 1898 by mcGhee, who presented a 129-item checklist of games to 8,718 children in South carolina between the ages of six and eighteen years. The children were asked to choose the five games they liked the most from the list provided. The second survey in this study was published in 1926 by terman. he gave a checklist of ninety games and activities to 474 children between the ages of six and seventeen years in the San Francisco bay Area. Participants were asked to scan the list and then highlight the items based on four categories: those games and activities they regularly played, those they could do well, those they liked to do, and those they most enjoyed. The third survey was conducted in 1959 by , who provided 2,689 children between the ages of nine and fifteen who lived in northwestern ohio with a checklist of 181 activities. children were instructed to indicate the games they most preferred. The final survey was administered by Van rheenen in 1998 to 943 children between the ages of six and seventeen years of age who lived in the San Francisco bay Area. They were presented with a list of 190 play activities and asked to select all of the activities in which they had participated within the last month, as well as their five favorite activities in order of preference.
in comparing these four surveys, it has been assumed that the form and meaning given to play preferences will differ temporally and geographically. The present study, therefore, challenges the analytical categories of sex and the definitions of gender that dominated American society throughout the twentieth century. A historical sketch of the game and play preferences of boys and girls is first presented, followed by an investigation as to why such changes occurred. The results of these four studies are listed in Appendix 1, which contrasts the rank order of game preferences for boys across these four studies, and Appendix 2, which follows the same method for girls. each play activity is followed by the number (n) or frequency (f) of children who checked that particular item in the corresponding study. The differences between these rankings allow conclusions to be drawn about changes in children's game preferences between 1898 and 1998. Additional comparisons are made by analyzing the thirty common items that appear on all four checklists. tables 1 and 2 present the rank order of preferred activities for boys and girls, respectively.
Limitations
it would be naïve to assume that historical change is the only factor that explains the differences between these four lists. As a result, several precautions must be noted. First, prior to the 1998 survey, each of the previous investigations were conducted in different geographic locations. Differences between the lists may therefore be the result of sampling in different parts of the united States rather than historical change. For example, the relative popularity of snowball fighting and fishing in northwest ohio might be expected given the greater geographical likelihood of colder winters and the presence of lakes and streams nearby. even regional and cultural differences in ohio offer potential variation in game preferences, as southern ohio is considered part of the upland South, while northern ohio draws from a far stronger european immigrant history. 9 Thus, both geography and either time of year or season may impact the play preferences of children (kraus 1957; mergen 1991) . As point out, however, contrasting each investigation with similar studies of the same time period but in other parts of the country may provide a means for checking these sampling differences. For example, mcGhee's study of the game preferences of South carolina children in 1898 may be directly compared to a like study of children in massachusetts (crosswell 1898-9). Similarly, terman's (1926) study of children who lived in california in 1921 can be contrasted with the study by lehman and Witty (1927) of children who lived in kansas, while Van rheenen's 1998 study about the game preferences of children in northern california can be compared with mergen's 1991 survey about game preferences of children in Washington, Dc. Additionally, it is possible to contrast the 1921 and 1998 studies without risk of geographic variation, as both investigations were conducted in the San Francisco bay Area. it is also conceivable that the technological advances associated with the late twentieth century, such as television, the computer, and the internet, have tended to make children more, rather than less, alike from one region to another, which suggests that the latest large-scale study is relatively representative of American children nationally.
A second concern might be with the slight difference in age among participants across the four studies. The 1898 study surveyed the widest age range, which included children from six to eighteen years old, while the 1921 and 1998 investigations included respon-dents from six to seventeen years of age. The 1959 study surveyed children between the ages of nine and fifteen. The largest numbers of respondents across the four studies were represented within this central age range. As this study does not rely on an ageby-age comparison, it is suggested that the effect of the responses from the oldest and youngest children tend to balance one another in the historical method adopted. The present study does not contend that the game preferences of six-to eight-year-olds will be the same as those of sixteen-to eighteen-year-olds. however, as the emerging literature on electronic games demonstrates, there has been a shift from age-based peer groups to a wider range of age levels simultaneously at play, and even with the emergence of multi-generational gaming communities (Grider 1997; mayra 2006) . This has led some to consider "childhood as a state delimited by biological age" (hercbergs 2007-8:29) , at least within this particular gaming context. While the current study is focused primarily on gender differences, a comparative analysis of game preference by age is therefore a potential area for future research.
A third limitation is with the difference in format and content of the surveys used in each of the four studies. The 1898 study used a questionnaire with 129 items, all of them games. however, the studies in 1921, based on a 90-item survey, 1959 (180 items), and 1998 (190 items) solicited preferences about both games and pastimes. 10 Such variations may have an effect on the way children document their preferred activities. Appendices 1 and 2 illustrate all of the items included in each investigation. Thirty common items appear in each of the four studies and include the following activities: baseball, basketball, blindman's bluff, cards, charades, checkers, chess, dance, dolls, dominoes, football, fox and hounds, hide and seek, hopscotch, house, jacks, jump rope, kites, leapfrog, marbles, prisoner's base, puss in corner, puzzles, Simon says, spin tops, swimming, tag, tennis, tiddlywinks, and wrestling. As demonstrated below, these activities are used to analyze the changes in game preferences between the sexes within the twentieth century. Some of the games listed, however, are most likely unfamiliar to children today. For example, games such as Pom Pom Pull Away or Forfeits may no longer be recognized, let alone played-a clear indicator that these activities have fallen out of favor with American children. names of games have also changed over time in a number of instances, where what appears to be the same game is known by a different name in the surveys under investigation. For example, Walk to Jerusalem in 1898 appears to be an activity similar, if not identical, to musical chairs in 1959 and 1998. The fourth limitation is with different instruments used to measure children's game preferences across the four studies. in each of the surveys, researchers instructed children to mark activities on a prepared checklist. in the 1898 study, however, participants were told to note only their five favorite games. in the other three studies, however, children were asked to indicate all the activities that they like to play. Differences in frequencies reflect this variation in method. The authors of the 1921 investigation combined both frequency and popularity counts into a combined index and argued that the method of response, frequency, or popularity, made little difference to overall ranking. The 1959 study was based on recognition and popularity, while the 1998 investigation asked children to mark all activities played within the past month and to list their five favorite play activities in order of preference. like terman (1926) , the present investigation found that frequency and popularity were closely related, whereby the most frequently cited activities were also found to be the most popular games or activities. of the 190 items included in the 1998 game inventory, eight of the ten most frequently played activities by boys were also listed among their ten favorite activities (basketball, computer games, video games, baseball, soccer, swimming, bicycle riding, and playing cards). Similarly, eight of the ten most frequently played activities by girls were listed among their ten favorite activities (basketball, computer games, swimming, drawing or painting, musical instruments, dance, bicycle riding, and playing cards).
The final limitation with the current study has to do with demographics-only a historical comparison of game preferences by gender is presented, though it would be interesting to more fully disaggregate play preference data by race or ethnicity, as well as socioeconomic status. mcGhee (1900) acknowledged that he collected an additional 3,000 surveys from African American children in South carolina in the late nineteenth century, though he never tabulated these data. neither the terman study nor the rosenberg and Sutton-Smith investigation explicitly identified the racial or ethnic affiliation of the children surveyed; as such, neither study analyzed differences by race or ethnicity. The 1998 study solicited ethnic and racial self-identification and the social class affiliation of its survey respondents. These questions were optional-70 percent provided data about their ethnic or racial identity, and 64 percent shared the level of their socio-economic status. 11 Although the present study analyzes gender differences in the play preferences of American children, preliminary findings demonstrate that these gender differences remain consistent when controlled for both race/ ethnicity and social class. This is not to imply, however, that there are no differences in the play preferences of children from diverse cultural and economic backgrounds. These findings, while cursory, have been noted in a few instances in the results section below. Further research will yield a more comprehensive analysis of the play preferences of children based upon their family background and income.
Results and Discussion
While similar game inventories have been erroneously used to measure the play patterns of "normal" and "gender deviant" children (bates and bentler 1973), the present investigation assumes both gender and children's games to be socially and historically constructed. As such, the form and meanings given to games will differ from place to place and time to time. 12 The study of games as a form of dynamic folklore, therefore, has the potential to confront the analytical categories of sex and dominant definitions of gender found within the united States during the twentieth century. The following results, however, offer only broad historical trends in the game preferences of American boys and girls. The historical change in sex preferences for games is discussed initially, followed by an investigation of the change in types of games preferred by American children during the twentieth century. Thus, the results and related discussion are provided simultaneously rather than as distinct sections.
Changes in Game Preferences of Boys and Girls
The trend toward increasing similarity of the sexes in game preference has continued in dramatic fashion over the course of the twentieth century. While these changes do not necessarily reflect the different ways in which boys and girls play a particular game, the current data suggest that the gender divide in game preference has largely been eroded in the past century. if the thirty items common to each of the four studies are arranged by rank order of preference for boys and girls separately, and rank-order correlations are run between the lists, there is evidence of increasing similarity between the sexes in game preference. As reported by SuttonSmith and rosenberg (1961) , there is little relationship between the sexes in 1898 (rho = -0.023), suggesting that late nineteenth-century boys and girls preferred quite different games. There is a slight relationship in 1921 (rho = +0.328), and a moderate relationship between the sexes in 1959 (rho = +0.451). The results of the present investigation support this general convergence of the sexes, finding a very strong relationship between the sexes in 1998 (rho = +0.832). These findings indicate a dramatic shift in the similarity in game preferences of American boys and girls over the past century.
Similarly, analyses of the children's self-reported favorite games in 1998 (see tables 1 and 2) find that seven of the ten favorite activities reported by boys were shared by girls. These activities include basketball (b #1, G #3), computer games (b #2, G #7), soccer (b #5; G #5), swimming (b #6, G #1), tennis (b #8, G #9), bike riding (b #9, G #10), and cards (b #10, G #8). This similarity between the sexes in self-reported game preference is particularly striking as these activities were selected from a list of 190 possible items. These five favorite activities were then handwritten on the questionnaire itself.
if we remain true to the methodology adopted in previous investigations, a change in ten rank points between these four separate studies may be used to indicate historical change. in the 1898 investigation, eighteen of the thirty common items found on all four studies had rank differences of ten or more points between the sexes, as opposed to only three such activities in 1998 (dolls, dance, and baseball). Those game The sole activity that remained constant by continuing to hold more than a ten-point rank difference between the sexes in each of the four studies has been dolls, an activity strongly associated with girls throughout the twentieth century. baseball (favored by boys) and dance (favored by girls) represent play activities that demonstrate a ten-point rank difference in three of the four studies, including data from the 1998 investigation.
Further analysis of the items that demonstrate increasing similarity between the sexes reveals that there are a number of reasons for these historical changes. in some instances, certain games have gained in favor with girls and made their choices more like boys' (basketball, swimming, tag), while other activities have lost favor with girls and made their preferences more like boys' (jacks, house). conversely, some games have lost favor with boys, which make their choices more like girls' (spin tops, leapfrog), while other activities have lost favor with boys and gained favor with girls (marbles, kites). Finally, some games have lost favor with both sexes over the course of the past century (fox and hounds, puss in the corner).
Despite the increased similarity between the sexes in game preferences over the course of the twentieth century, it would be misleading to assert that children's games have become gender neutral. chi-square analyses reveal significant statistical differences (p < 0.01) in the frequency of response among boys and girls on several activities. in particular, boys prefer computer and video games, football, baseball, and wrestling, while girls prefer dolls, dance, jump rope, hopscotch, and drama. however, the most striking result of the twentieth century in terms of children's play patterns has been the convergence, rather than the disparity, among the sexes in their game preferences. As the following discussion attests, this convergence corresponds to a number of changes that have occurred in the types of games preferred by American children.
Changes in Types of Games
While several types of games have fallen out of favor with American children, the increased popularity of electronic games and organized sports have been two of the most significant changes in the past several decades. These trends not only reflect the technological advances of American society, but also indicate a preference for games demanding greater skill and role specialization. it is perhaps noteworthy that informal games of individual skill have decreased in popularity among American boys and girls and have given way to more organized and institutionalized games.
The increased popularity of team sports demonstrates a preference for not only active but also interactive games. The form of interaction, however, often entails a more hierarchical structure than informal games, with a coach, a team captain, a team parent, etc. often, the outcome is paramount, where winning takes precedence over simply playing the game. The assumption that "sports builds character" (one seldom hears that other types of children's games build character) suggests that structured interaction toward a common athletic goal teaches pro-social skills, such as perseverance, humility, and cooperation.
This cooperation, however, appears to be learned within a highly competitive paradigm, where mutual interaction is valued not so much as an end in itself but as a means for one group or team to defeat another. The result is a zero-sum game, in which one team's victory presumes another's loss. When friendly competition becomes a win-at-all-cost imperative, there is no space for second place, as this result constitutes losing. And yet, this training in corporate and corporeal competitiveness may be an extremely effective way of preparing young men and women for successful participation in today's political economy. Similarly, as the popularity of electronic games attests, technology has greatly influenced children's play choices in the last quarter of the twentieth century. unlike the passive pastime of watching television, playing electronic games may in fact help children to negotiate their place in a highly technological and post-industrial culture. As noted in the following section, several historical developments in the late twentieth century, such as changes broadly associated with modernization, 13 the Women's rights movement, and passage of title iX legislation, and the corresponding changes in family structure, have undoubtedly impacted the changes in the types of games preferred by American children.
Electronic Games
Perhaps no single change in the game preferences of American children has been as dramatic as the introduction and widespread popularity of electronic games within the latter half of the twentieth century. electronic games include both video and computer games. These types of games were not included in any of the three previous studies (mcGhee 1898; terman 1926; , as the technology to create such games did not yet exist. in the 1998 investigation, computer games were the most frequently played activity among boys and the second most frequently played activity among girls. Video games were the third most frequently played activity among boys and the eighteenth most frequently played activity among girls. in terms of their self-reported favorite activities, American boys ranked computer and video games as their second and third favorite pastimes, respectively, while American girls ranked computer and video games as their seventh and eleventh favorite activities, respectively. Despite the strong preference for electronic games by both boys and girls, there remains a strong difference between the sexes.
Video games were introduced in the early 1970s with the highly popular Pong, a one-dimensional arcade game with relatively simple graphics. These early forms of electronic games were greatly enhanced with the introduction of the nintendo system in the late 1980s. The development of nintendo and other like systems enabled children to play video games in the comfort of their own homes. combined with improved graphics and game realism, the popularity of this type of game soared through the early 1990s.
computer games continued to develop throughout the 1990s and into the twentyfirst century, expanding the range and possibility of multimedia playgrounds. With the advent of cD-rom technology and the greater affordability of home Pcs, computer games have grown ever more accessible to American children. They now appear to be more popular among American children than video games, although the distinction between these different kinds of electronic games has become blurred, as software is often developed simultaneously for both computers and dedicated systems . Video game consoles, such as the Sony PlayStation, nintendo, and Sega, have continued to develop technologies that enhance the graphic realism of a fantasy or simulated game world. national surveys of American youth by the kaiser Family Foundation (rideout, roberts, and Foehr 2005) found that 83 percent of eight-to eighteen-year-olds had at least one game console in their home. The electronic game market is estimated today to be a 6 billion dollar industry, earning as much or more money each year as the film industry (Gee 2003; Poole 2000) .
Despite the apparent blurring of lines between different types of electronic games, survey respondents reported differences in their preference for video and computer games. For example, far more African American children (68 percent) reported playing video games than did other racial groups, and in particular, white children (44 percent). Despite these differences in preference by race, the gender differences were consistent across each of these ethnic or racial groups. While 88 percent of African American boys reported playing video games, only 54 percent of African American girls reported this preference. Fewer white children reported playing video games overall (44 percent), as noted above, but of those who did, 55 percent were boys and only 30 percent were girls.
in terms of social class or family income, there appears to be a clear relationship between the level of family income and the preference for both video and computer games, although in an inverse direction. While 55 percent of all respondents played video games, working-class children played them significantly more (68 percent) than middle-(53 percent) and upper-middle-class children (57 percent). conversely, 79 percent of those surveyed reported playing computer games regularly, with upper-middle-class children playing more (89 percent) than middle-(82 percent) and working-class boys and girls (69 percent). For both video and computer games, however, gender differences were found across every level of family income. in all cases, boys preferred these electronic games more than girls preferred them. Thus, while there are differences by race/ethnicity and family income, gender differences remained consistent in the preference for electronic games.
The increased popularity of electronic games seems to coincide with a decreased preference for many types of indoor and more sedentary games of the past. central person and cooperative parlor games, such as forfeits, guessing riddles, and consequences, have all decreased in popularity among American children. Similarly, couple and kissing games, such as pig in parlor, goodnight, and spin the bottle, have likewise fallen out of favor. it may be surmised that the emergence and tremendous popularity of social networking websites such as mySpace and Facebook has altered, at least in part, the medium through which playful and flirtatious interaction takes place. one exception to this general decrease in traditional indoor games has been board and card games, which have actually increased in popularity during the twentieth century. it appears that there are few differences by gender, race, or family income in the reported preference for playing cards. While this study did not distinguish the type of card game by listing separately a range of possible activities, there may well have been differences by gender, age, race, and social class were the specific card games articulated and surveyed regarding preference. As noted earlier, however, cards and board games such as chess, checkers, and dominoes all retained limited rank differences between the sexes over the past century.
The increased popularity of electronic games has likewise meant that there exists a tremendous variation in these types of games. like cards, the 1998 survey did not differentiate between types of video and computer games; rather, children responded simply to their preference for these two broad categories of games. The methodology of the late twentieth-century survey allowed respondents to write in their favorite play preferences. Several respondents listed specific electronic games, with some filling all fives spaces with video and/or computer games. As might be expected, a range of different types of electronic games were noted.
Several methods of classifying electronic games have been proposed. Solomon (1984) differentiates between three broad categories of computer games: simulations, abstract games, and sports. Funk and buchanan (1996) , on the other hand, classify electronic games into six categories: general entertainment (no fighting or destruction), educational (learning or problem solving), fantasy violence (cartoon characters that must fight or destroy things, and risk being killed, in order to achieve a goal), human violence (like fantasy violence, but with human rather than cartoon characters), nonviolent sports (no fighting or destruction), and sports violence (fighting or destruction involved). Thus, many of these electronic games simulate the physical enactment of other existing games or sports.
in these mediated games, the hand-to-eye coordination required in manipulating a controller or toggle can be contrasted loosely with the hand-to-eye coordination required for actually hitting a fastball or throwing a football to a wide receiver running a well-executed pattern. The home video game console known as the Wii (pronounced as the english pronoun "we"), released by nintendo in 2006, revolutionized game player interaction. nintendo's smallest home console to date-the Wii measures 44 mm (1.73 in) wide, 157 mm (6.18 in) tall, and 215.4 mm (8.48 in) deep-the Wii remote is the primary controller for the console. it uses a combination of built-in accelerometers and infrared detection to sense its position in three-dimensional space. This design allows players to control the game using physical gestures as well as traditional button presses (Allen 2006; carless 2006; Sanchanta 2007) . Thus, modern electronic games present a new medium by which traditional games may be experienced not only as games in their own right, but also as games played within another medium. This embedded game form requires a skill set specific to the technological advances pre-supposing the games themselves.
Thus, computer literacy has become a prerequisite for access, if not success, in today's digital age. While some researchers have found electronic gaming to be associated with hostility and violence ( ; yi and lee 1997). Thus, electronic games may potentially provide good principles or modalities for learning. Gee, for example, argues that "the theory of learning in good video games fits better with the modern, hightech global world today's children and teenagers live in than do the theories (and practices) of learning that they see in school" (2003:7). These trends in children's game preferences have likewise led scholars to focus greater interest in the seemingly porous boundaries between 'real' and 'virtual' worlds. As hercbergs argues, "folklorists' forays into these play forms should yield fruitful insights into the competencies that young people are developing through their play and the way these culturally-mediated forms of learning interact with the brain's capacity to master a set of skills that were untapped two generations ago" (2007-8:31) . As these quotes seem to reveal, the notion of play and games as spaces for both formal and informal learning appears to remain alive and well in the social worlds of children today.
Institutionalized Games (Modern Sports)
modern sports are defined as institutionalized games demanding the demonstration of physical prowess or ability (Guttmann 1978; loy 1983) . Games become institutionalized when the organizational and technical aspects of the activity gain greater importance. rules become standardized, and official regulatory agencies take over the responsibility of enforcing these rules. The learning of game skills becomes highly organized and compartmentalized, leading to role standardization and specialization (coakley 2009).
institutionalized games or sports differ, therefore, from games of individual skill (marbles, jacks, hopscotch, etc.) in that these latter types of games tend to be less formally organized. The rules of marbles or hopscotch are neither codified nor monitored by an external party, such as a referee or governing body. The rules of these games are therefore less formalized, suggesting that children construct and negotiate the rules from one game to the next. The field of play for these informal games also varies, as evidenced by the tremendous range of hopscotch diagrams found from one playground to the next. Football, soccer, and basketball fields have far more standardized boundaries of space. The more the game becomes institutionalized, the more rigid these boundaries become. The number of players likewise varies within these informal games, whereas institutionalized games require a fixed number of participants or competitors per side. Finally, the players' roles are not specialized within these games of individual skill as they are in modern sports. each player attempts to perform a similar task, maneuvering through a hopscotch grid or manipulating the movements of one's marbles or jacks. in institutionalized games, players are trained for particular positions requiring specific skills and strategies. exceptions to this institutionalization of modern sports are pickup or informal games based upon the sport itself, where rules, boundaries, and player specialization are less rigid and fixed.
While both boys and girls have demonstrated a greater preference for more active and organized games over the course of the twentieth century, the preference of girls for these types of games has been most dramatic. mcGhee notes, "the principle of organization is almost wholly lacking in the play of girls, especially between the ages six and twelve, while it is exceedingly prominent in that of boys" (1900:467). SuttonSmith and rosenberg (1961) argue that traditional games associated with girls in the earlier studies-singing games and imitative or dramatic games-are indeed those play forms most likely to have fallen out of favor with children in general. however, the absence of handclapping games and rhymes on the earlier surveys may suggest a scholarly bias against activities traditionally associated with girls, particularly African American girls. Similarly, it appears that handclapping games and rhymes experienced a resurgence or revival in the mid to late twentieth century, having fallen out of favor following World War ii until the 1950s (Jones and hawes 1987; opie and opie 1985; tucker 2008) . As demonstrated in the film Pizza Pizza Daddy-O by bess lomax hawes and bob eberlein (1968) and kyra Gaunt's The Games Black Girls Play (2006), handclapping games and rhymes successfully incorporated late twentieth-century African American cultural trends, such as hip-hop, into the social activities of children, particularly girls. As Gaunt argues, "the kinetic orality of African American musical aesthetics that girls learn to inhabit through these games points to a lived phenomenology of a gendered blackness " (2006:57) . in the present examination, handclapping rhymes were the 37th (out of 190 activities) most popular play preference of girls, but 115th among boys, demonstrating a significant difference in the gendered game preference for this type of choral activity.
Despite a greater preference for these choral activities, American girls demonstrated an even stronger preference for sports, as they included swimming (1st), basketball (3rd), soccer (5th), and tennis (8th) among their ten favorite activities. The tremendous popularity of swimming among both boys and girls may have been influenced by the season in which the 1998 survey was administered. As it was summer in california, there is also a likelihood that children's participation in swimming was not only experienced as an organized athletic game, but also as a more informal way to have fun and keep cool. The case of swimming illustrates the need to be cautious in our findings: many activities can be played both as major sports and as skilled games or pastimes. A group of children playing marco Polo or Sharks and minnows in a local pool offers a qualitatively different experience than the organized competition of a swim meet between rival schools or swim clubs.
it appears that as girls began to prefer more organized and active games, perhaps reflective of the greater social mobility of twentieth-century women, boys seem to have shifted their preference for games with ever heightened activity-games characterized by enhanced speed, aggression, and role specialization (Van rheenen 2001) . This shift has coincided with a marked increase in the popularity of major sports, particularly team sports, such as football, basketball, and soccer. While baseball, often described as America's national pastime, has somewhat decreased in popularity among children within the twentieth century, basketball has gained tremendously in popularity. boys cited basketball as their favorite play activity in 1998, while girls reported it to be their third favorite pastime. in 1961, SuttonSmith and rosenberg noted that football had taken the place of baseball as the number one athletic game; it appears that basketball has replaced both baseball and football as the top team sport of American children at the end of the twentieth century. American boys likewise listed baseball (4th), soccer (5th), swimming (6th), football (7th), and tennis (8th) among their ten favorite games, demonstrating that over half of the boys' ten most cherished activities included sports.
There were some noted differences in sport preference by race and social class. African American youth reported a preference for basketball and baseball, more than any other group. African American children also reported the least preference for soccer, tennis, and swimming. chicano/latino children reported the greatest preference for soccer and football, but less interest in basketball, tennis, and swimming. Asian American youth preferred tennis more than all other racial groups did and also reported a strong preference for basketball; of all groups, Asian American children reported the least preference for baseball-somewhat surprising given the long history of baseball within the Asian American community, particularly the Japanese American community. This finding should be interpreted with caution, however, as less than 3 percent of survey respondents who identified as Asian American specifically noted a Japanese American background. White children reported a preference for swimming and soccer, but less relative interest in football and basketball-two of the dominant spectator sports in the united States.
There were less marked differences by family income or social class in the reported play preferences for certain sports over others. For example, American children's preference for basketball was consistent whether the respondents identified themselves as working class (61 percent), middle class (62 percent) or upper-middle class (62 percent). There tended to be a slight working class preference for football and baseball and a slight preference among middle-and upper-middle-class children for tennis, swimming, and soccer. Despite these differences by ethnicity and family income, however, gender differences remained consistent across these other demographic categories.
nonetheless, girls' foray into institutionalized games or modern sports has been one of the most pronounced shifts in the game preferences since the early seventies. in 1971, a mere one out of every twenty-seven varsity high school athletes was female; today, one in every three high school athletes is female. The number of girls playing varsity high school sports increased from 295,000 in 1971 to about 3.06 million in 2008, more than a 1,000 percent increase (coakley 2009). Since the passage of title iX of the education Amendment in 1972, then, the increased interest and ability of girls to participate in institutional games or sports has been striking. This dramatic shift in game preferences has coincided with the Women's movement and gender equity as a legally mandated and viable cultural expectation. The number of women in the workforce has markedly increased over the course of the twentieth century. likewise, societal shifts have also challenged the common patriarchal notion of the nuclear family having the father as the solitary earner in the family. not only has the twentieth-century nuclear family ideal disintegrated with the dramatic increase in single parenthood, but it is also often the case that both adults work when there are two parents in a household.
A greater number of single parent families and families in which both parents work have led to the need for heightened organization and supervision. Greater adult supervision and parental involvement in structuring (and protecting) their children's lives has contributed to the increase in preferences for highly organized activities. This means that there is less likelihood that a parent is at home during the day to more informally supervise the play of her child(ren). urbanization, traffic congestion, and crime have likewise contributed to less neighborhood play, a trend characteristic of earlier times. This is not to say that efforts at controlling children's leisure activities are solely a phenomenon of the late twentieth century. in his analysis of the playground and recreation movement in the first decade of the twentieth century, Goodman (1979) demonstrates how children in new york city were literally banned from playing spontaneous street games and forced to participate in organized playground programs. Several authors (see, for example, bourdieu 1978 , 1984 brohm 1978; hoch 1972; mumford 1934; rigauer 1981; Sage 1998) have argued that this intentional control of physical exercise is shaped by the needs of a capitalist system of production; as such, "the organized activities and sport programs became a means of training the children of immigrants to fit into a world of work founded on time schedules, the stopwatch, and production-conscious supervisors" (coakley 1996:39). The game preferences of children in the latter half of the twentieth century may likewise be the result of changes associated with the rise of monopoly capitalism and consumer culture. As Sage argues, "[t] he rise of modern sport has been in large part the transition from informal play and games to bureaucratized sport, from player-controlled games to managementcontrolled organized sport. . . . This rigid bureaucratization in sport is not limited to professional sport. it has diffused into collegiate and high school sports, and even in the adult-controlled, highly organized youth sports " (1998:148) . While one may lament the apparent loss of free, unstructured time over the course of the twentieth century, the greater control and organization of children's play seems to have coincided with less rigid or institutionalized gender roles.
Conclusion
The dramatic similarity in game preferences by sex over the twentieth century signifies a major shift in the traditional gender divide among American children. While play preferences among boys and girls may prepare American children for less divided adult gender roles and expectations in the twenty-first century, these activities are by no means gender neutral. The types of games with the greatest increase in preference among both American boys and girls have been sports and electronic games. And yet, the variation within these types of games provides further variation in preference by gender. The increased preference for institutionalized games or sports by both girls and boys suggests a move to more organized, rationalized activities, but it appears that boys prefer sports characterized by greater aggression, speed, and role specialization.
The shift in popularity toward more physical sports, such as football, may evidence a trend of boys trying to uphold a traditional gender divide, as more and more girls enter play spaces (and women enter boardrooms) formerly occupied exclusively by boys (and men). 14 The preference by boys for electronic games that simulate physical combat or violence may further support this divide, despite the cultural shift toward a greater convergence of play preferences of American children. Thus, while the present study clearly finds historical homogeneity in the types of games American children play, as folklorists we must continue to examine the more nuanced and different ways in which children play these traditional and newly designed games. 10 Draw a bucket 101 of Water tion), technology, colonialism and imperialism, migration (whether necessitated by force, economic conditions, or ideology, the diaspora is now a dominant figure of contemporary experience), urbanization, democratization, and the rearticulation of normative systems based on race, class, nationality, sex, and sexuality. modernity refers to the changing structures and lived realities that modernization responded to and in turn reshaped: contested and ritualized structures of experience, subjectivity, and identity. And modernism, finally, refers to the cultural forms, practices, and relations-elite and popular, commercial and folk-through which people attempted to make sense of, represent, judge, rail against, surrender, intervene in, navigate, or escape the worlds of modernization and modernity. modernism extends far beyond the domain of academically valorized culture, which, like modernity itself, was shaped by new forms of leisure and emergent cultural practices disparagingly called mass culture. modernism can rather be represented as the whole complex of responses to the changing historical landscape of the modern. (1992:15-6) 14. See, for example, mariah burton nelson's The Stronger Women Get, the More Men Love Football: Sexism and the American Culture of Sports (1995) .
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